Don't think. Just let it 

happen. 

Written by dreamkatcha. Any related videos, as always, can 
be found on my YouTube channel. 

None of this would have been possible without the fantastic 
resources generously provided by immensely talented 
emulator authors, and communities such as Hall of Light, 
Lemon Amiga, Lemon 64, World of Spectrum, Moby Games, 
World of Longplays and Recorded Amiga Games. Thank you 
for your tireless dedication to preserving the history of 

gaming. 


After the unmitigated disaster that was their first licensed 
James Bond game. View to a Kill, Domark vowed not to make 
the same mistake again with the follow-up. Well, not so much 
a follow-up as the next game in the series, based on the next 
Eon-funded celluloid escapade. Very few of them are 
specifically multi-part stories it should be noted. 

The Living Daylights (1987) marked the transition between 
Bond actors as Roger Moore retired from MIG and classically 
trained thespian Timothy Dalton was drafted in to assume his 
double-oh moniker. Roger was history, yet a semblance of his 
wit and womanising lived on... 



Linda: (into phone) It's all so boring here, Margo - there's 
nothing but playboys and tennis pros. 

(sighs) 

Linda: If only I could find a real man. 

(James Bond, having just dispatched an assassin in a 
burning truck in mid-air, lands on the boat with a 
smouldering parachute) 




James Bond: I need to use your phone. 

(takes it and says into it) 

James Bond: She'll call you back. 

Linda: Who are you? 

James Bond: Bond, James Bond. 

(into phone) 

James Bond: Exercise Control, 007 here. I'll report in an 
hour. 

Linda: (offering drink) Won't you join me? 

James Bond: (into phone) Better make that two. 





Originally, Sculptured Software who developed the C64 
version were also to be tasked with designing the game, 
though when they proposed a revival of the multi-genre 
approach, their 'cliched' concept was dismissed. 
Backtracking to the drawing board, Dominic and Mark 
appointed Richard Naylor, Walking Circles/ Design Design 
developer, to devise something fresh. 
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What he settled upon was 8 levels of scrolling shoot 'em up 
action in the mould of Cabal or Missile Command. Playing as 
the world's no. 1 international superspy, we take charge of 
various weaponry, aiming them with a joystick or lightgun 
controlled reticle. Bond's trusty Walther PPK will serve as our 
unlimited ammo-ed mainstay. 

Exceedingly awkward, the same motion instructs James' 
navigation across the terrain, pushing the crosshair against 
the edge of the screen, forcing it to scroll as we run, roll and 
leap. The fly in the ointment is that we can only do one thing 
or the other; that is we're rooted to the spot when shooting, 
and can't shoot whilst running. 

A combination of joystick/Iightgun and keyboard controls 
might have been preferable. I suppose though, the brief was 
to make the same system applicable to either controller, and 
you can hardly sit back armed with a lightgun and tap the 
keyboard simultaneously. 




"Control can be frustrating, spoiling the otherwise lovely 
animation of Bond. But the whole game has been well- 
designed and is a pleasure to play. Plenty of action and 
masses of variation." 

Amstrad Action (68%, issue 24, September 1987) 



Aside from the dynamic backdrops and addition of several 
escort missions, variety between levels is virtually non¬ 
existent, making you wonder if a menagerie of mini-games 
would have been such a terrible idea after all. Your Sinclair 
branded it "a major disappointment" in their 60% 
summation. 








What's curious is that this 'throw mud at the wall and hope 
some sticks' approach, as adopted for View to a Kill, is what 
was blamed for its dreadful failure back in 1985. Even two 
years on, it was early days for licensed movie games, so it's 
ironic that this is the direction most of them took going 
forwards, with very mixed results. 

Nevertheless, in this case, it wasn't the application of a 
flawed concept that ruined View to a Kill, only the terrible 
execution. Despite sounding promising on paper, it was a 
rushed, buggy, tedious mess - Roger Moore must have been 
crying into his shaking Martini with shame. 










The theory was that Domark had shot themselves in the foot 
by primarily building it around the movie, inevitably forcing 
gameplay to take a backseat. With Living Daylights then, the 
corrective measure was deemed to be the exact opposite; to 
start with a fun, playable game and retrofit the movie into it. 

Which would have been fine assuming that what was hidden 
under the Bond mask would hold up to scrutiny in its own 
right. On the contrary, what resulted is an impenetrable, 
artificially tough game that beats you into submission 
through the constant respawning of enemies. Worse still, 
there's no point tackling any of them except for the prime 
targets found at the conclusion of each level. In effect, the 
player ends up dashing through various critical moments 
from the movie without stopping to admire the effort that 
went into replicating the scenery or baddie Al routines. 

Our only outlet for creative strategy comes in the form of 
weapon/gadget choice, offering just a slight step-up from 



Duck Shoot. Once inside Q's top-secret lab, we're allotted 
merely five seconds to snag one of four options. 

Furthermore, these decisions are made prior to commencing 
each level, so whether or not our selections will be helpful is 
a matter of blind luck. 

If we plump for non-deadly paraphernalia such as night 
glasses or a hard hat. Bond reverts to using his standard- 
issue Walther PPK for defence. Whenever we need to step up 
a gear, there's a bazooka on tap, naturally camouflaged as a 
ghetto-blaster, as in the movie. These are ideal for bringing 
down any meddlesome helicopters. 

(after demonstrating a boom-box rocket launcher) 

Q: (to Bond) Something we're making for the Americans. 
It's called a 'Ghetto Blaster'. 

Philips' musical interpretation, worth £250, was up for grabs 
in an Amstrad Action competition as the movie hit cinemas 
around the globe, with twenty lucky runners-up instead 
winning a whistle-activated keyring. These were modelled on 
the one demonstrated by Q in the movie. 

Q: Now wear that. Right. Now, whistle the first bars of 
'Rule Britannia!'. 

(Bond whistles) 

Q: Stun gas! Effective range about five feet. 

Disorientates any normal person for about, oh, 30 
seconds. 

James Bond: You don't find too many normal people in 
this business, Q. How do I blow up the room? Whistle 
'God Save the Queen'? 


Q: We packed the finder with a highly concentrated 
plastic explosive. Sufficient to remove a door of any safe. 
It's magnetic. The actuating signal is personalized. 

James Bond: What's my code? 

Q: Most appropriate: a wolf whistle. 

Silly health and safety legislation dictated that the home 
gadget replica could only emit a series of bleeps to assist you 
in finding your misplaced keys. Oh well, throw one at a 
terrorist's nose and you could probably distract them for a 
fleeting moment. That's some consolation I suppose. 

Out for a thrilling evening of helium balloon-bursting? Well, 
it's the crossbow you'll need. This detail parodies the scene 
in the movie where James takes Kara to the funfair, rides on 
the Ferris wheel and is tracked by Koskov's chief stooge 
disguised as a balloon-seller. Bond survives, his MI6 
colleague, Saunders, isn't so lucky. Bond never actually 
shoots any balloons, so that element was just a splash of 
artistic license on the part of the game designers. 

I hesitate to call them 'solutions', but whatever weapons etc. 
we settle upon to make the congratulations messages 
appear, remains identical from one session to the next, so 
success is a matter of trial and error perseverance. Several 
magazines (inc. Crash issue 44) printed the complete 
'walkthrough' in a few sentences, soon after the game's 
release, saving you the bother of testing out every 
combination. We can also press the 2 key to skip levels 
apparently (Crash issue 45). 

That should alleviate the suffering seeing as the connection 
between devices and situations sometimes isn't immediately 
obvious. For instance, the binoculars are used to discern 
which of the sprites are music-loving concert-goers and 


which are vicious snipers. More logically, the hard hat can be 
worn to protect us from falling pipes. 



Scrabbling around for positives, it's nice to see the inclusion 
of three-tier parallax scrolling in a 1987 8-bit game. 
Sometimes the separate layers are seamless since their 
backdrops are comprised of identical colours. By attempting 
to reduce the CPU load. Design Design - probably 
accidentally - produced a more aesthetically impressive 
effect. 

Animation is similarly slick, the perfect accompaniment to 
some catchy - albeit non-Bondy - tunes. Where was A-ha's 
contribution? No doubt a licensing stumbling block. David 
Whitaker certainly made the best of the situation, producing 
a fantastic original composition via the C64's ever-versatile 
SID chip. Rarely did the Speccy rival its C64 counterpart in 
the music department. Which would explain why Sinclair 
User's accolade (see issue 65), resonates so forcefully. It 









makes absorbing multiple bullets through the brain all the 
more palatable. 


"For 48k the sound is astonishingly good, astonishingly 
astonishing even. But naturally, you don't get the nifty 
'one channel pretending to be the entire London 
Philharmonic Orchestra stuff." 



Once you get the hang of it {if you ever do). Living Daylights 
can be completed in ten minutes, making its predecessor 
look like solid value for money. Given that our only reward for 
plugging the supervillain is a text message informing us that 
the prime minister is grateful for our assistance, the game's 
brevity might actually be a blessing rather than a kick in the 
teeth. 

In case you're wondering why Bond begins armed only with a 
paintball gun, it's not because the censors won the anti¬ 
violence tug of war. It's the way the movie kicks off too - 
Timmy is 'coptered into Gibraltar to take part in a training 
exercise, pitted against the SAS. 








M: Gentlemen, this may only be an exercise so far as the 
Ministry of Defence is concerned. But for me, it is a 
matter of pride that the 00 section has been chosen for 
this test. Your objective is to penetrate the radar 
installations of Gibraltar. Now, the SAS has been placed 
on full alert to intercept you, but I know you won't let me 
down. Good luck, men. 




































Harmless paintballs are expected to be the only ammunition 
encountered. Little does he know that there's an assassin in 
their midst wielding a proper death-dealing, shooty-bang- 
bang device. Obviously, when we catch up with him in the 
game we switch to a proper gun to make sure we're draining 
the colour from his complexion, rather than adding to it. 
Carelessly let a stray bullet hit one of our comrades, however, 
and we lose points, and they, their lives. 

Despite proposing the inclusion of a total often levels, two 
had to be dropped where the 8-bit versions were concerned. 

In a preview promo published by Sinclair User (issue 62) it 
was suggested that a plane-based sequence would only 
appear in the Arcadia arcade and Amiga upgrade being 
worked on by Mastertronic. Or were Sculptured Software the 
ones tasked with developing the Amiga and Atari ST as well 
as C64 iterations as reported in C&VG issues 67 and 69? 

"If all goes according to plan it will probably be a world's 
first that a computer and arcade game have been written 
from the same specification." 


C&VG (issue 69, July 1987) 



All a bit contradictory it may be, although academic now 
since neither saw the Daylights of... erm, Day. 

C&VG (issue 68) printed a run-down of each mission, 
covering all nine of ten. I expect the missing one would have 
entailed flying on a 'magic' carpet; a deleted level, mirroring 
a deleted scene from the movie. 

Ridiculous as it sounds, it's true. Bond's unorthodox getaway 
vehicle didn't technically fJy, it slid across telegraph wires, 
allowing Bond to evade police during the Tangier escape 
segment. It was left on the cutting room floor as the scene 
boosted the clown-o-metre rating far beyond acceptable 
levels, though can be found as an extra on the DVD/Blu-ray 
discs. 



In Sinclair User (issue 62), it was revealed that "Graham 
Stafford of Design Design is using a melting pot of animation 
techniques in an arcade adventure which Domark claims will 
leave us stunned at what has been achieved." 
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A selection of the movie's "fabulous stunts" were to be "lifted 
out" as inspiration for the hodgepodge of mini-games 
featured. Sinclair User also noted that we should "expect a 
flying carpet section" within what Domark described as a 
"state of the art chunk of coding". 

Undoubtedly all this would have demanded a more 
substantial investment of time and resources, and given that 
the game was eventually published behind schedule, two 
months after the movie release, neither can have been in 
plentiful supply. Wait any longer and the £9.95 retail price, 
and diminishing returns generated by the movie promotion 
bandwagon, couldn't hope to recoup the outlay. 

Let's stick to what did come to pass then, shall we? Judging 
only by the scenario detailed in the manual and level 
backdrops, we're able to conclude that the game does 
closely follow the movie's plot. Stripped of these intimations 



we'd be absolutely clueless. It could just as easily have been 
the playable accompaniment to Death Wish 17, or an entirely 
standalone product. There's no Aston Martin Vantage chase 
armed with chassis-slicing lasers or missiles, and no cello- 
case-tobogganing interlude to spice things up. Missed 
opportunities at every turn. 

(James Bond and Kara Milovy snow-slide through customs 
in a cello case) 

James Bond: (yelling) We have nothing to declare. 

Kara Milovy: (yelling) Except this cello. 

(the word 'cello' echoes through the valley a few times) 

Speaking of cellos... er, let's take a peek at the level line-up 
extracted from the game's manual... 

Level 1 - Gibraltar 

Bond begins his adventure with a test of the defences on 
the island of Gibraltar in the Mediterranian. He must 
match his wits against the skills of the SAS armed only 
with a paint pellet gun. After all, it is only a mock battle, 
or is it? Could one of the SAS men really be an enemy in 
disguise? Take care, he is out to kill! 



Level 2 - The Lenin People's Music Conservatory 

Can you get the Russian defector, Koskov, away from his 
KGB guards without injuring any of the music lovers 
enjoying the show inside? Koskov will follow you, but it is 
up to you to defend him from the snipers who appear all 
over the building. Get him out of the area quickly. 















Level 3 - The Pipeline 


You must smuggle Koskov past the pipe workers and send 
him on his way down the Trans-Siberian Pipeline. Watch 
out for the Russian guards and the added danger of 
falling pipes! 








































Level 4 - The Mansion House 


You have managed to rescue Koskov, but somebody 
wants him back! They have sent their ruthless killer, 
Necros, to snatch him back from the British Secret 
Service. Disguised as a milkman, he and his friends will 
try every dirty trick to get Koskov back. Watch out! 




































Barbara Windsor like you've never seen her before. OK, Carry 

On... 


Level 5 - The Fairground 

You have to meet your fellow agent, but Necros has 
followed you and has orders to kill! 

Level 6 - Tangiers 

Your mission to find the missing Koskov takes you to the 
rooftops of Tangiers where you must battle for your life. 





Level 7 - The Military Complex 

Trapped in the Afghanistan desert in the middle of a 
Russian airbase. No problem for 007! Watch out as the 
enemy release all their forces against you. Can you 
survive? 

Level 8 - Whittaker's House 

You finally meet the Mastermind behind the dastardly 
plot - Brad Whittaker, the American arms dealer and 
military historian. He unleashes all the power of his 
arsenal against you, but you must fight on to reach him. 





"For those peculiar people who might actually buy a 
game because of the film it is linked with - well at least 
they aren't ripped off. 

















































For those who couldn't care less about the film tie-in 
aspect, Living Daylights rates a look. 

Domark's reputation looks like surviving to fight another 
day (skin of teeth though, lads)." 

Sinclair User (issue 65, August 1987) 



Well, whatever, it'll be more fun if you know the inspiration 
behind all the button-mashing. 

KGB officer. General Georgi Koskov, intends to defect from 
his position, fleeing Czechoslovakia to Britain during an 
orchestral performance. To achieve this he needs the 
assistance of the best spy in the business; that's us. 














It emerges that Kara Milovy - a cellist playing in the concert - 
is also a covert KGB sniper sent to assassinate Koskov. 
Covering Koskov's back, Bond spots Kara aiming her weapon 
and prepares to fire according to MI6 orders, yet hesitates, 
mostly because she's really pretty and he'd rather get her 
into bed alive. I don't remember Kara wearing a bindi, she's 
not even Indian. Must be a continuity mistake. Instead of 
doing things by the book. Bond thwarts the attempt on 
Koskov's life by shooting Kara's rifle from her hands. 




James Bond: Cheer up, Saunders. The operation's a 
success. And officially, it's still yours. 

Saunders: I have no intention of leaving it at that, 007! 
I'm reporting to M that you deliberately missed. Your 
orders were to kill that sniper! 

James Bond: Stuff my orders! I only kill professionals. 
That girl didn't know one end of her rifle from the other. 
Go ahead. Tell M what you want. If he fires me. I'll thank 
him for it. Whoever she was, it must have scared the 
living daylights out of her. 





With Koskov in the clear, Bond transfers him from the boot of 
a waiting car into the passenger seat before making their 
getaway. To a Trans-Siberian Pipeline deployed as a sort of 
human helter-skelter to smuggle him across the border 
destined for Austria. Health and safety protocol was a bit 
looser back then. 

James Bond: Relax Georgi. Our engineers have spent 
months perfecting this. 

General Georgi Koskov: How many times have you done 
this before? 

James Bond: You're the first! 

In the meantime, new KGB boss. General Leonid Pushkin, 
resurrects their 'Smiert Spionam' policy, declaring 'Death to 
Spies'. When Koskov is abducted, the trail to rescue 
him/eliminate Pushkin leads Bond to Tangier. Bond begins 
the hunt by tracking down Kara in Bratislava, soon 
discovering that she's actually Koskov's girlfriend and the 
whole concert escape was a ruse. 

In Tangier, Pushkin contacts unscrupulous arms dealer. Brad 
Whitaker, to rescind any arrangements made by Koskov prior 
to defecting. In the process. Bond acquires yet another 
enemy to be dispatched (as well as his henchman, the 
explosive-milk-bottle-lobbing Necros), probably to keep us 
guessing as to the identity of the true villain. Whittaker and 
Necros both feature in-game wearing recognisable attire, 
only Pushkin having gone AWOL. Let the double-triple¬ 
dealing subterfuge commence. 

James Bond: I'm posing as Koskov's friend to see what 
leads I can get from her. You know he bought her a cello 
in New York, called 'The Lady Rose'. 



It turns out that Koskov is wanted for embezzlement amongst 
other misdemeanours, and has ties to Whittaker, hence 
Pushkin and Bond team up to defeat a common enemy. The 
enemy of my enemy is my friend, you know, all that jazz. 

James Bond: (Bond is pointing a gun at him) Get down on 
your knees. Put your hands behind your back. 

Leonid Pushkin: You are professional. You do not kill 
without reason. 

James Bond: Two of our men are dead. Koskov's named 
you. Why should I disobey my orders? 



Leonid Pushkin: I am in the dark as much as you. It is a 
question of trust. Who do you believe? Koskov, or me? 

James Bond: If I trusted Koskov we wouldn't be talking. 
But as long as you're alive, we'll never know what he's up 
to. 

Leonid Pushkin: (Slowly) Then I must die. 

Consequently, a plot to stage his assassination is forged, with 
a little help from some fake blood bags and blank 
ammunition rounds. 

Rumbling along in the background is a sub-plot involving 
Koskov trading diamonds for opium supplied by the 
Mujahideen, and them double-crossing him to assist the 
KGB/British government. As in Rambo III and the real world, 
the Mujahideen were the good guys back then. Regardless, 
this diversion is lost in conversion to the medium of gaming. 

It is all a bit convoluted to be fair, so that's perfectly 
understandable. 

Perhaps I shouldn't dismiss the drugs angle as a side-issue, 
it's actually the driving force behind the machinations of 
baddie-buffoon duo, Koskov and Whittaker. It only seems like 
a belated script hack because the audience is kept in the 
dark for so long to keep us guessing, shadowing Bond's 
investigation. 

Koskov has no qualms about playing the long game, 
patiently biding his time to frame Pushkin as the fall-guy. 
While we initially think that raking in cash for arms is the 
prime objective, Koskov uses the Russian's downpayment to 
invest in diamonds, which in Afghanistan, serve as the 
perfect drug-dealing currency. Representing one of the most 
elaborate collusions in Bond history, Koskov's ruthless 
scheme unravels gradually, lending gravitas to an otherwise 


clownish pulp-fiction potboiler awash with off-the-cuff one- 
liners. 

Abridged and diluted, yes, yet that didn't stop Domark from 
pimping the game in every vaguely pertinent avenue 
available. In fact. Crash fans declared The Living Daylights to 
be the most overhyped release of 1987, along with Game 
Over by Imagine and Driller from Incentive (Crash Readers' 
Awards, issue 51). 

And with good reason; many of the major players in the 8-bit 
magazine market ran preview features on both the movie 
and game, with update bulletins appearing regularly in their 
what's new? columns. Several magazines even made Bond 
the cover star for the month in which the game was 
eventually reviewed, whilst Dominic and Mark Wheatley 
played dress-up for promo shots, kitting themselves out with 
the complete tuxedo, bowtie and handgun ensemble. Full- 
page ads, competitions, and exclusive interviews flooded the 
pages of Amstrad, Commodore and Spectrum magazines, 
alongside several suspiciously enthusiastic appraisals. 

"Domark bangs drum for newest Bond star 

Dominic Wheatley and Mark Strachan, Domark's joint 
managing directors, visited Pinewood Studios recently to 
hitch a ride in James Bond's Aston Martin featured in the 
new film. The Living Daylights, starring Timothy Dalton 
as the new face of 007. 

The Aston Martin is fitted with skis, which emerge from 
the door sills, a laser in each alloy wheel - focused using 
a heads up screen display - and a powerful jet motor 
hidden behind the rear number plate! 

Then there are the guided missiles behind the fog lamps 
(where else?) and the auto-destruct mechanism that only 


allows you a minute to get clear! 


Mark and Dominic managed to survive the experience 
and so did the car. They were all promoting The Living 
Daylights' computer game in shops from mid-July! Prices 
range from £9.95 to £25.95 on Amstrad CPC, PCW, 
Spectrum, Commodore and Amiga, Atari, BBC, and MSX 
versions." 

Your Computer (July 1987) 

Where was the pixelated translation then? he demanded, 
executing a sulky-folded-arms tantrum, suddenly transported 
back to an unfulfilled 1987 kiddyhood. A driveable Aston 
Martin I should add. 



Miffed mode still operational, the drawback with the Timmy 
Dalton Bond movies is that he's not Sean Connery or Roger 
Moore. Filling big shoes etc. Can't form proper sentences, too 
bewildered by stupid time and 'progress' to compute. 













































































































Even when there was nothing to report, gibberish news 
snippets inveigled their way onto the newsagents' shelves to 
bridge the long delays. Sinclair User - in issue 64 - stated 
that "Bond is a right-to-left scrolling affair" and that the 
"Bond character is one fifth the height of the screen, and one 
fourth the width, which actually sounds totally absurd, 
meaning he is fatter than he is tall". It doesn't appear that 
they were making it up as they went along, apparently, this 
is what they were informed by Domark. C&VG recapitulated 
the same information in issue 69, along with a reference to 
using a second fire button to switch between Bond's two 
modes (shoot or run). 

"You're unlikely to be shaken or stirred by this piece of 

Bondage - even Roger Moore would raise an eyebrow." 

Your Sinclair (6 out of 10, issue 21, September 

1987) 

As we now know, the whole thing was a storm in a teacup, 
considering how flimsy the final offering turned out to be. 
Earning a respectable $191.2 million at the box office, the 
mediocre movie was a triumph, the game not so much, 
although the 'license to sell' alone would have shifted a fair 
few copies. With any honest reviews taking a month or so to 
hit the presses, plenty of impatient gamers would have taken 
the bait blind, not feeling the nasty sting in the tail until it 
was too late. 









